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WARNING: PLEASE CAREFULL Y READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO ® HARDWARE SYSTEM , GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


Awarding - Seizures 


• Some people (about 1 in 4000) may have seizures or bfack outs triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before, 

• Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game, 

• Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1 . Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleeo. 

4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries 

Playing video games can make your muscles, joints or skin hurt after a few hours. 
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

* If you continue to have sore hands, wrists or arms during or after play, step 
playing and see a doctor. 


AWARNING - Electric Shock 

To avoid electric shock when you use this system: 

* Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 

* Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, slop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 

The Nintendo GameCube is a Class 1 laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 


CONTROLLER neutral position reset 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


L Button R Button 



Control 

Stick 


C Stick 










Th i s official seal is your assurance that \ T intendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 
buying games and accessories to ensure 
complete compatibility with your 
Ninten do produ ct. 

AH Nintendo inducts are licensed Oy sale tor use onty witt. oiner tudonred 
products bearing tfte Official Mfeitenria ;au tff Quality* 




THIS GAME SUPPORTS 
GAME PLAY USING ONE 
PLAYER AND CONTROLLER. 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 
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THIS PRODUCT HAS BEEN RATED RYTHE 
ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
INFORMATION ABOUT THE ESRB RATiNG r QRTQ 
COMMENT ABOUTTHE APPROPRIATENESS QFThE 
RATING r PLEASE CONTACTTHE ESRB AT 
1-flOO -77 1-3772, OR VISIT WWW.ESRB.ORG. 
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VIOLENCE _ 

For informatBon on this product's 
rating r please call 1 -■800-771-3772 
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STARTING THE GAME 


Language Selection 

Choose which language you wish the subtitled text to 

APPEAR IN. 

Select Game File 


Maim Menu 

Enter Game 

Choosing this option automati¬ 
cally LOADS A NEW GAME. AFTER 
THE FIRST GAME, VQU CAN CHOOSE 
WHICH LEVEL TO START IN, BASED ON 
THE LEVELS PREVIOUSLY PLAYED. 

O PTIDNS 

This selection opens the menus to choose game settings 

- BOUND 

- SOUND EFFEGTS 

- Music 

- Voice 

- STEREO/MQNO 

- REVERSE STEREO CON/OFFJ 

- INTERFACE 

- BASIC OR FULL 

- CONTROLS 

- invert Crosshair (on/offJ 

- Vibration Mode (dn/off) 

Cinematics 

SELECT THIS OPTION TO WATCH THE HIGH-RESOLUTION CINEMATICS 
FROM THE LEVELS YOU’VE ALREADY FINISHED. 

Credits 

- WBIE CREDITS 

- UBI SOFT CREDITS 




PROLOGUE 


AS THE CITIZENS OF GOTHAM ClTY SLUMBER UNDER THE 
SOFT DARKNESS OF THE NIGHT, BATMAN STANDS WATCH OVER 
THE CITY. 

From the rooftops and ornamental statuary that hangs 

HIGH OVER THE NIGHT DRAPED STREETS, THE DARK KNIGHT 
IS EVER VIGILANT, ALERT FOR THE SLIGHTEST BREACH OF THE 
PEACE OH THREAT AGAINST THE CITIZENRY OF BOTHAM CITY. 

This night, Batman will find the peace not only 

BREACHED... BUT SHATTERED BY EXPLOSIVE FURY SET IN PLACE 
BY THE VERY PERSONIFICATION OF EVIL. |T BEGINS WITH A WOMAN 

the Cared Crusader discovers sound and gagged, 

THE REMAINDER OF HER LIFE MEASURED BY THE CLOCK 
COUNTING DOWN THE SECONDS TO THE DETONATION OF THE 
BOMB BESIDE HER. 

Her name is Mary Flynn* The villain who left her for dead 
is The Joker, the twisted Clown Prince of Crime 
with an explosive sense of humor. The joker had taken 

HER YOUNG SON TOBY HOSTAGE, HOLDING HIM FOR A RANSOM 
THE FRIGHTENED MOTHER COULD NEVER HOPE TO RAISE. 

AT LEAST, THAT'S THE STORY MARY FLYNN TELLS* 

But the truth is far more insidious than even batman can 

IMAGINE, AND BEFORE THIS NIGHT IS DONE, THE DARK KNIGHT 
WILL FIND HIMSELF ENTANGLED IN A PLOT THAT THREATENS FAR 
MORE THAN A SINGLE CHILD* THE JOKER'S SCHEME WOULD LIGHT 
UP THE NIGHT WITH FIERY DEATH AND DESTRUCTION, LEAVING 

Gotham City a smoldering ruin that none would survive. 

MARSHALLING ALL HIS WITS, STRENGTH AND TECHNOLOGY, 
Batman must save Gotham City from impending disaster by 

MAKING SENSE OF THE MASSIVE CRIMEWAVE THAt's SWEPT 
THROUGH THE CITY. 

IN THE COURSE OF HIS INVESTIGATIONS, BATMAN WILL 
ENCOUNTER A HOST OF THIEVES, THUGS, AND DEADLY COSTUMED 
VILLAINS WHO MUST BE STOPPED. MIND-TWISTING PUZZLES AND 
DEADLY TRAPS ARE THROWN IN HIS PATH TO SABOTAGE HlS 
EFFORTS, BUT WITH HIS ASSEMBLAGE OF HIGH-TECH WEAPONS 
AND DEVICES, BATMAN MUST CRACK THE MOST DEADLY AND 
BIZARRE CASE OF HIS CRIMETIBHTING CAREER* 



CONTROLS 




fight*NO System Controls 


TO MOVE BATMAN CONTROL STICK OR CONTROL PAD 


PUNCH 

B 

Button 

Block 

X 

Button 

Kick 

A 

Button 

Flash Bombs 

Z 

BUTTON 

Break Combat mode 

Y 

BUTTON 

activate Power Moves 

L 

BUTTON 

1NVENTDRY 

START / PAUSE 


FIRST PERSON CONTROLS 

To move Batman 

Control : 

Stick 

OR CONTROL RAO 

DUCK WITH WEAPON 

X 

Button 




Exit first person view 

Y 

Button 




Shoot select bad get/ 

Scope Zoom* in 

A 

BUTTON 

or 

Z 

Button 

scope Zoom out 

B 

BUTTON 




aim Weapon 

C 

STICK 




CYCLE THROUGH GADGETS 

L 

BUTTON 

OR 

Control stick or 


FOR SELECTION CONTROL PA O WHILE MOLDING THE 

R Button 

Inventory START / PAUSE 


B ATP LANE Controls 


Control BATPLANE control stick or control Pad 


Fire Electrical 

Spikes 

B 

BUTTON 

Fire Electrical 

POOS 

Y 

Button 

Turbo Boost 


A 

button 

Roll Left 


L 

button 

roll Right 


R 

BUTTON 


Inventory START / PAUSE 


BATMOBILE CONTROLS 


CONTROL THE BATMOBILE 

CONTROL STICK OR CONTROL PAD 

ACCELERATE 

A BUTTON 

Fire Spikes 

B BUTTON 

FORCED LEFT TURN 

L BUTTON 

FORCED RIGHT TURN 

R Button 

I NVENTDRY 

START / PAUSE 











































SPECIAL MDVES 


Free-falling 

Free-falls thrust you hurtling / 

TOWARDS THE GROUND FROM 
FRIGHTENING HEIGHTS LIKE BRIDGES 

or blimps* Keep your reflexes 
sharp; you’ll have to save more 

THAN JUST YOURSELF IN THESE ' 

MID-AIR TRIPS. When free-falling, 
catch the falling victim. To do 

SO, COLLIDE WITH THE VICTIM AND 

Batman automatically catches 

HIM/HER AND GRAPPLES TO SAFETY, 

O BUTTON TO ACCELERATE 

© Button to slow the fall odwn 


leaning on Walls { 

TO MOVE WITH STEALTH* YOU CAN HUG 
THE WALLS AND SNEAK AROUND 
CORNERS UNDETECTED, 

0 button When facing a wall 


Climbing Ladders 

You’ll need to climb ladders in 

ORDER TO GET OVER CRATES AND WALLS. 

0 Button When facing a ladder 


Sliding 

ON CERTAIN SURFACES, LIKE ICE, 

Batman will slide down 

AUTOMATICALLY. 




Gliding 

TO MAKE BATMAN JUMP A GREATER 
DISTANCE, YOU CAN USE THE CAPE. 
AFTER JUMPING, YOU CAN CONTROL ITS 
TAUTNESS TO TRAVEL IN MID'AIR. 

0 Button When in mid-air 


Handcuffing 

USE BATCUFF5 TO RESTRAIN KNOCKED 
OUT THUGS. POSITION YOURSELF OVER 
THE DEFEATED OPPONENT AND PRESS 

the 0 Button. Clever players can 

EVEN SNEAK UP ON THUGS AND CUFF 
THEM FROM BEHIND. 

0 Button When over a knocked 
out Thug 


Grappling 

MAKE YOUR WAY THROUGH THE CITY BY 
GRAPPLING FROM ONE BUILDING TD THE 
NEXT, A GLOWING BAT APPEARS WHEN A 
GRAPPLING POINT IS AVAILABLE. PRESS 
AND HOLD THE R BUTTON AND SELECT 
THE BATGHAPPLE ICON WITH THE 

+ Control rad oh the Control 

STICK. AIM AT THE GLOWING BAT WITH 
THE G STICK AND PUSH THE © BUTTON 

or the 0 Button to release the 
Batgrapple. Most of the time, the 

GRAPPLE RELEASES ONTO A SURFACE 

where Batman automatically climbs. 
However, once in a while, the player 

MUST GLIDE ONTO A LEDGE IF HE WANTS 
TO COMPLETE HIS JUMP. IF THE 
CROSSHAIR DOES NOT TURN RED WHEN 
ABOVE THE TARGET, STRAFE AROUND 
THE TARGET UNTIL IT DDES SO. 




VEHICLES 


Batmobile 

Blaze through the streets of 
Gotham city in a breakneck 

PURSUIT OF CROOKS ON WHEELS* 
Using the Satmdbile's 

WEAPONS, YOU CAN FIRE CHARGES 
AT ENEMY TIRES AND LAUNCH 



SMOKE BOMBS INTO WINDOWS. OH, 


AND WATCH OUT FOR CIVILIAN CARS. 


Controls: 

Accelerate*.*. . . o Button 

Fire Spikes.**m*,i. ......Q Button 

Forced Left turn:..L Button 

FORCED RIGHT TURN:............... R BUTTON 


USE THE Control Stick to drive the Batmobile 


Bat plan e 

TAKE THE HELM OF THE BATPLANE 
AND PERFORM HIGH-SPEED 
AEROBATICS DURING NIGHT 
MISSIONS OVER BOTHAM CITY. 



Controls: 

Fire electrical spikes ....© Button 

Turbo boost ...Button 

Fire Electrical Pods..Q Button 

roll Right:....R Button 

roll Left:....L Button 


USE The Control Stick to fly the Batplane 

A DOUBLE TAP ON THE L BUHON/R BUTTON MAKES THE 

Batplane perform a spin to the left or right. 



THE CHARACTERS 


Batman 

The Dark Knight Detegtive 
has pledged his very life to 
keeping Gotham city safe from 
THE CRIMINALS WHO THREATEN IT. 

Allies 

B AT GIRL 

□ NCE AGAIN, BATGIRL IS HELPING 

Batman on his mission. She is 
AT THE BAT CAVE, ALWAY5 
ON STANDBY. 



Villains 

The joker 

15 Batman's NEMESIS AND THE 

Clown prince of crime is once 

AGAIN ON THE LOOSE- HIS PLOT: 
KILL BATMAN AND DESTROY 
BOTHAM CITY...LAUGHING ALL THE 
WAY To Hell! 

Mr. Freeze 

HAS TAKEN CONTROL OF GOTHAM 

Industrial and turned it into 

AN ICEBOX, HE T 5 ALBO HOLDING 

Isaac Evers, a scientist, 

HOSTAGE. 

Poison Ivy 

IS AS DANGEROUS AS EVER. 

She devises a special poison to 

TAKE CONTROL OF GOTHAM’S MOST 
WEALTHY AND INFLUENTIAL MEN, 



BRINGING THEM DOWN TO THEIR 



Harley Quinn 

IS ALL READY TO HELP OUT HER 


DEFEATING BATMAN. THIS TIME, THE 

Joker’s main squeeze takes on 












Thugs 

Take a glimpse into the: Gotham 
City underworld, and the dregs 



C IVI MANS 


Commissioner Gordon 


sticks to the rules but often 


FINDS AN ALLY IN B ATMAN. 



Gotham City's mayor Hill 


IlGHT NOT ALWAYS SUPPORT THE 


Dark knights vigilante efforts, 


3UT THIS NIGHT, WITH MIS OWN LIFE 


AT STAKE, EVEN THE MAYOR WILL 


allow Batman to do as HE must! 


Isaac Evers 


A RADICAL SCIENTIST, INVENTED THE 


MIRACLE EDM PD UNO PROMETHIUM - 


BUT WHO IS FUNDING HIS RESEARCH 













Batman has at his disposal an arsenal of kicks and jumps 

TD DEFEAT THUGS AND BOSSES WHILE IN GNE-DN-DNE COMBAT 


batman’s Health bar: 

Batman’s health bar is always displayed 

UN THE TOP LEFT CORNER OF THE SCREEN. 

□ NICE BATMAN’S HEALTH LEVEL REACHES A 
DANGEROUS LEVEL, THE BAH TURNS RED. 


Punch: Use the 

Kick: Use the 

block: Use the 


Cape status bar: 

When Batman uses his cape to protect 

HIMSELF, THE CARETS STATUS BAR ARREARS 
UNDERNEATH BATMAN’S OWN. 


Batmobile and Bat plane: 

The vehicles’ status bar replaces 
Batman’s health bar. 


Batgirl’s health bar: 

APPEARS AT THE BOTTOM CENTER OF THE 
SCREEN WHILE SHE IS CAPTURED. IF ALL HER 
ENERGY RUNS OUT, BATMAN HAS LOST THE GAME. 


L Button key and entering the key sequence, 

BATMAN GOES INTO ACTION. 


Spin-Out (4Q points) 


Device Quantity 

DISPLAYS THE DEVICE QUANTITY, 


THE TAKE DOWN fSD POINTS) 




THE CHARGE BAR 


THE CHARGE BAH POWERS THE MORE BATMAN FIGHTS, BATMAN 
CAM EXECUTE MORE ADVANCED ROWER MOVES AB HIS CHARGE 
BAH TILLS UP TO FULL CAPACITY. 

The button Combinations: 

Power Moves 


Hold the l Button + B button 
Hold the L Hutton + A Hutton 
Hold the i_ Button + x Hutton 
hold the L Button + x button 
& A Button 

HOLD the L Button + A Button 
& B Button 


the Hammer 
the Clean sweep 


Spin-Out 


The Take Down 


lights Out 


WEAPONS & ITEMS 


TO SELECT ANY WEAPON OH ITEM PRESS AND HOLD THE 
R Button to bring up your weapon selection, then select 
THE DESIRED WEAPON OR ITEM WITH THE CONTROL 5TICK OR THE 

+ Control pad. 


H 


BATARANGS ARE multi-purpose throwing 

WEAPONS THAT CAN BE USED ALMOST ANYWHERE 
WHEN BATMAN IS IN TROUBLE, 


Electric Batarangs have more de a kick than the 
OTHERS. IN SOME INSTANCES WHEN THE REGULAR 
ONES DON'T WORK, TRY THESE OUT. 


The BATGRAPPLE LETS BATMAN SWING DR 
HOIST HIMSELF OVER LONG DISTANCES THROUGH 

Gotham City. 


The HAT LAUNCHER throws nets and charges 


AT ENEMIES. 



□ nee Electric Stunners are launched by the 

BATLAUNCHER, THEY RENDER SOME OPPONENTS 
HELPLESS FOR A FEW MOMENTS, 


THE NETS ARE FIRED WITH THE BATLAUNCHER, MOST 
OPPONENTS WON’T BE ABLE TO GET FREE OF THE NETS 
— BUT SOME CANl 


Remote Charges can only be placed one 

AT A TIME - KNOCKING OUT PASSING OPPONENTS. 

when Flash Bombs are used, enemies are stunned 

FOR A FEW SECONDS, LEAVING BATMAN TIME TO ESCAPE 
OH CUFF THEM. 



The BATSCDPE lets Batman view from a distance. 
There is also one on the Batmobile. 



YOU CAN CUFF KNOCKED OUT THUGS WITH BATCUFFS 
TO LEAVE THEM FOR THE GOTHAM ClTY POLICE. 



THE B AT C □MMLINIC AT □ R IS THE MAIN LINK BETWEEN 
Batman and Batgirl. She gives tips and hints 

THROUGHOUT THE GAME. PRESS THE L BUTTON 
TO ACTIVATE. 





INVENTORY 


Press START td display Batman's inventory. Cycle 

BETWEEN SECTIONS DF THE INVENTORY BY EITHER USING THE 

Control stick or the 4- control pad. to exit the 

INVENTORY SYSTEM, PRESS THE © BUTTON. 

Td GET AN ITEM’S DESCRIPTION, PRESS © BUTTON TO SELECT 
AN ITEM, THE INFORMATION APPEARS ON THE LEFT-HAND SIDE OF 
THE INVENTORY SCREEN. PRESS © BUTTON AGAIN TO ACCESS 
THE ITEM’S DESCRIPTION AND TO SCROLL DOWN FOR EXTRA 
INFORMATION WITH THE DIRECTIONAL PAD IF THE DOWN ARROW 
APPEARS AT THE BOTTOM. PRESS THE © BUTTON TO EXIT 
THE INVENTORY. 

Equipment 

The equipment screen displays all the ammunition 

AND GADGETS B ATMAN HAS AT HIS DISPOSAL. THE 
NUMBER INDICATED ON THE RIGHT OF THE ICON SHOWS 
THE AMOUNT AVAILABLE. A DESCRIPTION OF EACH 
EQUIPMENT PIECE IB GIVEN ON THE LEFT-HAND SIDE OF 
THE INVENTORY DISPLAY. TO CYCLE THOUGH, USE THE 

Control Stick oh the + Control rad. 

ITEMS 

the ITEM SCREEN DISPLAYS ALL QUEST ITEMS BATMAN 

m _ 

% HAS RICKED UP. THESE INCLUDE KEYS AND DISCS. A 

DESCRIPTION OF THE ITEM APPEARS ON THE LEFT-HAND 
SIDE OF THE INVENTORY SCREEN, EXPLAINING WHAT THE 
HIGHLIGHTED ITEMS ARE USED FOR. 


Power Moves and Cheats 

This screen displays the Power moves available 

TO THE PLAYER AND THE COMBINATION REQUIRED TO 
PERFORM THEM. THE CHEATS DISPLAYS WHICH CHEAT 
ENVELOPE HAS BEEN DISCOVERED AND WHAT THEY 




CONTAIN 



Achievement 

THE SCREEN DISPLAYS THE POINTS YOU HAVE 
ACCUMULATED SO FAR. BY SCROLLING THROUGH THE 
PLAYED LEVELS, THE INVENTORY SYSTEM INDICATES HDW 
MANY POINTS WERE ACCUMULATED. 



Options 

This screen lets you customize your settings 

WHILE YOU PLAY BATMANS VENGEANCE. 


- SOUND; HERE, YOU CAN CUSTOMIZE THE LEVEL DF 
THE SOUND IN THE GAME. THIS MEANS YOU CAN 
CHOOSE THE LEVEL OF THE VOICE, MUSIC AND 
SOUND EFFECTS TO YOUR LIKING. 


- Interface: By choosing BASIC, no interface 

IS DISPLAYED ON THE SCREEN WHILE YOU PLAY. 

Another choice you have is to choose the 
FULL INTERFACE OPTION, 


- Rumble Feature: You can choose to have the 
Rumble Feature on dr off on your 

CONTROLLER. 


- Invert Crosshair: adjust the way you aim 

THE CROSSHAIRS TO THROW THE DIFFERENT 
GADGETS, 


- Brightness: adjust the brightness of your 

MONITOR SCREEN. 


f 


- Quit Game: This option lets you quit the 

GAME. YOU ARE PRESENTLY PLAYING. 


9 






PUZZLES 



The Joker's Funniboneb Warehouse Puzzle 


Isaac Evers lab netwire Puzzle 


Twist and turn to match the colors. 


Gotham Gasworks Puzzle 

spin the Wheels and match the colors. 

The Jokers Blimp 

Mix the right colors to 

Puzzle 

save Gotham 

O button: 

HOLD DOWN TO TURN THE WHEEL ANO RELEASE TO STOP IT* 

© Button: 

Activate Buttons 


Control Stick: 

MOVE FROM ONE WHEEL TO ANOTHER. 

Control Stick: 

MOVE FROM ONE BUTTON TO THE OTHER 










CHEATS 


Throughout his investibation, Batman can find hidden 

ENVELOPES THAT CONTAIN CHEATS, ONCE THE FIRST DAME IS 
COMPLETED, THE SECOND GAME UNLOCKS CHEATS AVAILABLE 
TO YOU, 


Envelope A: 

REFILLS ALL GADGETS TO FULL. 



Envelope B: 

ALLOWS PLAYER TO IMMEDIATELY MAX UP 
THE CHARGE BAR FDR POWER MOVES. 



Envelope G: 

Refills all of batman's health. 



Envelope D: 

MAKES BATMAN DO DOUBLE DAMAGE TO 
HIS OPPONENTS, EXCEPT THE BOSSES. 



Envelope E: 

Renders batman invisible to all his 

OPPONENTS, EXCEPT FOR THE BOSSES. 


GAME OVER 


THERE ARE THREE WAYS THAT THE 
DAME CAN END. BATMAN EITHER RUNS 
OUT OF HEALTH, HE FAILS THE LEVEL 
OBJECTIVE, OR FAILS TO COMPLETE 
£ A JUMP (EX; BETWEEN BUILDINGS 
DR CHASMS). 

\ Quit: 

If you want to quit the dame and do to the MAIN MENU, 

CHOOSE QUIT. 

Continue: 

Choose this option td continue play, you’ll start at the 

LAST CHECKPOINT OF THE GAME YOU PAST. 



Saving the game 

Batman; Vengeance is equipped with a manual save 

FEATURE. If YOU WANT TD SAVE A DAME, YOU MUST QUIT THE 
DAME IN PROGRESS AND SELECT THE SAVE GAME OPTION IN 
THE MAIN MENU. 

- AN optional Nintendo Game Cube 1 * memory card is 

REQUIRED TO SAVE YOUR DAME. 

- DO NOT PRESS THE RESET SUTTON OF YOUR NINTENDO 

Game Cube or remove the MEMORY CARD while saving 

OR LOADING. DOING SO MAY DESTROY 5AVED FILES ON THE 

MEMORY CARD - Batman: Vengeance REQUIRES 2 blocks 

DF FREE SPACE DN THE MEMORY CARD IN ORDER TO SAVE 
A DAME. 


Checkpoint 


U 


CHECKPOINTS HAVE GEEN INSERTED IN THE GAME TD HELP YOU 
ALONG. WHEN THE DAME IS OVER YOU MAY CHOOSE TD CONTINUE 
IT. YOU'RE DAME WILL PICK UR AT THE LATEST CHECKPOINT YOU 




TECHNICAL SUPPORT 


Before contacting urn soft technical Support, please carefully 
READ THROUGH THIS MANUAL. ALSO, HELP IS AVAILABLE ONLINE AT 
WTTP;//WWW,UBISOFT.DOM/SUPPOflT, IF YOU ARE UNABLE TO FIND AN 
ANSWER TD YOUR QUESTION USING THE WEBSITE OR THE MANUAL, PLEASE 
CONTACT US VIA ONE OF THE FOLLOWING METHODS-! 

CONTACT US OVER THE INTERNET: 
http:,vww w.ubis oft* co m/s u p port 

THIS SITE TAKES YOU TO THE LJSI SOFT SOLUTION CENTER. HERE YOU CAN 
BROWSE OUR FAQ LISTINGS. OR SEARCH THE SOLUTION DATABASE FDR THE 
MOST RECENTLY UPDATED INFORMATION SINCE THE SAME'S RELEASE. OR, 
FOR FASTEST EMAIL RESPONSE. YOU CAN SEND IN A REQUEST FOR 

Personal Assistance from a technical Support Representative. 

CONTACT US BY E-MAIL: 

FOR FASTEST RESPONSE VIA EMAIL, PLEASE VISIT OUR WEBSITE AT! 

HTTP :// WW W. U BIS O FT. C D M/S U PRO RT 

From this site, you can enter the Ubi Soft Solution Center where 

YOU CAN SEND IN A REQUEST FOR PERSONAL ASSISTANCE FROM A 
TECHNICAL SUPPORT REPRESENTATIVE. YOU CAN ALSO CONTACT OUR UBI 
SOFT SUPPORT BY E-MAJLING THEM OIRECTLY ATS 

EUPP0RT@UBI50FT.GQM. IT MAY TAKE ANYWHERE FROM 24-72 HOURS FOR 
US TO RESPOND TO YOUR E-MAIL DEPENDING UPON THE VOLUME OF MES¬ 
SAGES WE RECEIVE AND THE NATURE OF YOUR PROBLEM. 

CONTACT US BY PHONE: 

YOU CAN ALSO CONTACT US BY PHONE BY CALLING (9 1 91 46Q-977B, 

NOTE THAT THIS NUMBER IS FOR TECHNICAL ASSISTANCE ONLY, WE 
CANNOT DIVE HINTS OR TIPS OVER THE TECHNICAL SUPPORT LINE. WHEN 
CALLING OUR TECHNICAL SUPPORT LINE, PLEASE MAKE SURE YOU ARE AT 
THE GAME. St ADVISED THAT OUR TECHNICAL SUPPORT REPRESENTATIVES 
ARE AVAILABLE TO HELP YOU MONDAY - FRIDAY FROM 9 AM - 9 PM 
(Eastern standard time), excluding holidays. While we do not 

CHARGE FOR TECHNICAL SUPPORT. NORMAL LONG DISTANCE CHARGES 
APPLY, TG AVOID LONG DISTANCE CHARGES, OR TO CONTACT A SUPPORT 
REPRESENTATIVE DIRECTLY AFTER THESE HOURS, PLEASE FEEL FREE TO 
USE ONE OF THE OTHER SUPPORT AVENUES LISTED ABOVE. EMAIL 
RESPONSES USUALLY RECEIVE A RESPONSE IN LESS THAN 2 BUSINESS 
OATS, l*F WE RECEIVE YOUR EMAIL, YOU WILL RECEIVE A RESPONSE! 

CONTACT US BY STANDARD MAIL: 

Please do not send returns directly to Ubi Soft without first 

CONTACTING A TECHNICAL SUPPORT REPRESENTATIVE. IF YOU NEED TO 
RETURN A PRODUCT, REVIEW THE REPLACEMENT POLICY / WARRANTY IN 
THIS MANUAL- 

UBI SOFT TIPS LINE 

usi Soft Technical Support cannot give answers to hint, tip, or 
cheat related questions, please call our automated Tips Line for 

WALKTHROUGHS AND CHEATS FOR OUR GAMES. ALL THE HINTS, TRICKS 
AND CHEATS FOR OUR GAMES ARE HERE. IF YOu'rE UNDER 1 B YEARS OF 
AGE, PLEASE HAVE YOUR PARENTS' PERMISSION BEFORE CALLING. NOTE 
THAT ONLY TOUCH-TONE PHONES MAY ACCESS THIS SERVICE, 

(90 01 ZBB-2 SB3 (CLUCK $.95 PER MINUTE 


UBI SOFT ENTERTAINMENT 

Attn: Hi SUPPORT 
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Rdxane Gqsselin 

PRODUCTION ASSISTANT 
Danielle Lajuie 

PLANNING COORDINATOR 

Eric Pepin 


3D PROGRAMMERS 
Hugo Allaire 
DaNY Jo ANNETTE 

SOUND PROGRAMMER 
Alexandre Carlotti 
Stephane Rdnse 

DATA MANAGER 

Francis Tremblay 

WITH THE COLLABORATION OF 

Yanick Jdly 

MODELING 

GAMECUBE TECHNICAL 
DIRECTOR-MODELING 
sebashen Beaulieu 


GAME DESIGN 

LEAD SAME DESIGNER 

Pierre Rivest 


ANIMATION 

LEAD ANIMATORS 
Joseph na&rallah 
FRA hjgois Royer 


PROGRAMMING 

LEAD PROGRAMMERS 
David Genest 

ENGINE PROGRAMMERS 
John Bennet 
David Cpok 
Chris Gripeos 
Mat hie. u La force 


RTC INTER ORATOR AND 
LOCALIZATION 
JONATHAN GDEBELIN 

QUALITY ASSURANCE 

LEAD TESTER 

BRUNEI "BAT-DUCK" SELLAVANCE 

TESTERS 


Martin Sevigny 


MAX LE FOU B RIP AULT 



Fran go i s "oz" Quiooz 
Philippe "Manuel Cal aver a 
Valois 


SOUND STUDIO 


AUDIO DESIGNER 

Nicholas duveau 


GAME DESIGNERS 
CHRIS FERBIERA 

Marc-Anor^ Debldis 
Patrick melanshn 
Martin Raymond 


SOUND PROJECT MANAGER 

JEREMI VALigUETTE 

LEAD SOUND ENGINEER 

Simon Presset 

PRE-RENDERED 
CINEMATICS EDITOR 
Miguel Angel martin 

ORIGINAL CREDITS 
EXECUTIVE PRODUCER 
Alain Tabcan 

SENIOR PRODUCER 

Reid Schneider 

ASSOCIATE PRODUCER 

ROXANE Gdsbelin 

PLANNING COORDINATOR 

Eric p£pin 

PRODUCTION ASSISTANT 

Danielle Lajoie 


PROGRAMMING 

LEAD PROGRAMMER 

STEPHANE MO RICH ERE’M ATTE 

ENGINE PROGRAMMERS 
DOMINIC CUAY 

Mathieu latorce 

with the Collaboration or 
□ avid genest 

PATRICK B ELAND 
FREDERIC Blais 
GUILLAUME BORGIA 
RIMA BREK 
M±lanie LECLAIHE 
JEAN-SEBASTIEN PELLETIER 

Eric Robert 
Raynald Bouchard 

ERIC ALLARD 
NICOLAS BEAUDETTE 

Rachel potvin 

INTERN PROGRAMMERS 
ERIC THIFFEAULT 

Francois Schelling 
Jean-Francois Aubin 


SCRIPTWRITER 
JT Petty 

GAME DESIGN 

LEAD GAME DESIGNER 

Pierre Rivest 


CONSOLE PROGRAMMERS 
MARTIN SEVIGNY 
JEAN-FRANgOIS DUBE 

Christian Desautels 
David Lapointe 
Joel Tremblay 

3D TOOLS 

Antoine Dodenb 
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JEROME LASSERHE 

Yannick l£tourneau 
Li Shenb Yong 


SOUND TOOLS 
Pascal Lalancette 
Alexandre Carldtti 
jEAN-FHANgais Quay 
Christian Lachance 
Richard malo 
MARC-OLIVIER RIEL 
STEPHANE RONSE 

ANIMATION TOOLS 
BERNARD LEFESVRE 
Simon Drouin 
Sebastien Lahaie 
MECHANIC TOOLS 
Jean-Francois Lussier 
Stephane Girard 

DAVID CHA0OT 


ASSISTANT ART DIRECTOR 

MODELING 

Stephane belin 

TECHNICAL DIRECTOR¬ 
MODELING 
Carol Bertrand 
Christian sirdis 
MODELERS 
Eric Poulin 
Isabelle Tremblay 

MARJOLAINE ALLIE 

Mathieu Fecteau 

SEBASTIEN BEAULIEU 

Zander Reyna 

ANIMATION (IN-GAME) 


CONTENT PROGRAMMING 

LEAD CONTENT PRQGRAMER 

JEan-Francois Vallee 

CONTENT PROGRAMMERS 

ARIEL GAUTHIER 

CHRIS GRIPEOS 

ERIC KlANDER 

RICHARD DUMAS 

Yannick July 

Yannick Mimmee 

Francis Boivin 

CONTENT PROGRAMMER 
INTERNS 
ERIC SAILLARGEDN 
□ AVID GENDRON 
FREDERIC MARSOLAIS 


LEAD ANIMATOR 

Joseph nasrallah 

ART DIRECTOR-ANIMATION 
ALEX DROUIN 

TECHNICAL DIRECTOR- 

ANIMATION 

Alex Vinet 

ANIMATORS 

JAMES HUMPHREYS 

Jonathan Dumont 
mard-andre Caron 
Steve Dupont 

ANIMATION (REAL-TIME 
CINEMATICS) 


LEAD ANIMATORS 

MODELING Francois Royer 

MARTIN Caya 

LEAD MODELER 

Jean-Sebastien Morin ANIMATORS 


B OURBAKI JOSEPH 



ART DIRECTOR-MODELING 

HUSO D ALLAIRE 


Patrick Pelletier 
Steve Dupont 
SUZANE LaBREQUE 
CLINT Lewis, ^ \ 


20 GRAPHIC ARTIST 
MahjQuAinE ALLIE 


SOUND STUDIO 


AUDIO DESIGNER 

2D ARTIST Nicholas Duveau 

Patrick Dauphinais 

PRODUCER 

RTC DIRECTOR JEAN MASS1COTTE 

VALERIE P □ U VAN NEA 

5TDRY0DARDER SOUND DIRECTOR 

WAYNE MURRAY NGEMIE DuPUY 

RTC INTEGRATOR SDUND PROJECT MANAGER 


Jonathan darkage gosselin 

LEAD LOCALIZATION 
INTEGRATOR 
HENRY STDPEK 

data managers 
Francis Tremblay 
Justina WANG 

QUALITY ASSURANCE 

LEAD TESTER 

Bruno "Sat- Duck" Bellavance 
TESTERS 

Max "le fou' hricault 
Natasha “baby boo" Bouchard 
Eric "Elvis" Ayotte st-jean 
Jean-Fran^ois “jeeJee" DUPUIS 
Stephane “cougar" 
Charbonneau 
Martin 11 Fox" Tavernier 
LUDPV ic “SPAWN2K1" Murat 
Antoine "iceman" Thisdale 
Sebastien "prelar“ Hebert 
Patrick “krypte“ Bpuffard 
Dominic "Don Col" Colabelli 
Frederic b 5ktzoFred“ Ouellet 
David "Mirkemen" Boyette 
Bruno "Thong" Saint-Laurekt 


Jeremi 

VALiq UETTE A DMIIMI STRATI VE 

MANAGER 

FREOERiqUE CARBOU 

MUSIC COMPOSED AND 
PERFORMED BY 
Shawn K. Clement 

LEAD SOUND ENGINEER 

Simon Presset 

2ND SOUND ENGINEERS 
Olivier Germain 
GEORGE PELELKOUDIS 

SOUND EFFECTS & FOLEY 
ARTISTIC DIRECTOR 
Josue Beaucaee 

FQLEY ARTIST 

Tchae MEABHOCH 

FOLEY ENGINEER 

Shawn Gallagher 

SOUND EDITORS 
Luc Prefdntaine 

DOMINIC CABANA 

Andres norembuena 

AT LA MAJEURE STUDIO 


SOUND POST- 
PRODUCTION MANAGER 
Nicholas Grim wood 


SOUND POST-PRODUCTION 
TEAM 

Martin Berthiaume 
Daran Nadra 

PRERENDERED 
CINEMATICS EDITOR 
MIGUEL ANGEL MARTIN 

UBI MUSIC PUBLISHING 
DtDlER LORD 
JULIE LACHANCE 

batman full 

MOTION VIDEO 

DIRECTOR 
LAURENT JENNET 

PRODUCTION SUPERVISOR 
MARIANNE SOULIEZ 

PRODUCTION MANAGERS 
Eric Pepin 
Sophie Penziki 

ASSISTANT DIRECTOR 

Valerie Pduyanne 

Character Modeling 

DIRECTOR OF MODELING 

EMILE GHORAYEB 


LAYOUT & PROPS 
MODELING 

DIRECTOR OF LAYOUT AND 
PROPS MODELING 
MATHIEU BREDA 

ARTISTS 

AVLAMY Ram ASSAMY 
CQRINNE COUVIER 
yann jouette 

STORYREEL, DETECTION AND 
LIP5YNCH 
Aurora Manthe 
Etienne Goueslain 

ANIMATION 

SUPERVISOR 

VARLERIE POUYANNE 

ANIMATORS 
Allan Treitz 
Antonin Plante 
Bryan Thegerge 
Francois cote 

JAMIE H ELMAN 
JEAN THIERRY R0Y 

Color Designs and 
Background 


ARTISTS (FULL MOTION video 
& IN-GAME) 

ARMAN Akopian 
Charles Beirnaert 
David Blazetich 
David Gvraud 
Marc Bouchard 
Melanie Caron 
Olivier Fournier 


DIRECTOR OF COLOR 
DESIGNS & BACKGROUND 
GENEVIEVE DurOUR 

ARTISTS 
CHRISTIAN LEMIRE 
DANIEL PERON 
EDOUARD KACHAAMI 

Isabelle Gagnon 



LIGHTING ANO 
RENDERING 

DIRECTOR OF LIGHTING 
AND RENDERING 
micheal Yeomans 

ASSISTED BY 
Edouard Kachaami 

ARTISTS 
Catherin Nolin 
Christian lemire 
Danny Berqerpn 
Isabelle Baondn 
Karim Rouissi 

SPECIAL EFFECTS 

DIRECTOR OF SPECIAL 

EFFECTS 

Catherine noun 

ARTISTS 
ALLAN TREITZ 
DANNY Bergeron 
Edouard kachaami 
Francois COTE 
Isabelle Baonon 
Jean Thierry Roy 
karim Rqljissi 
Michael Yeomans 

STEPHANE TURGEDN 

SPECIAL THANKS TO THE 
UBI SOFT TECH SUPPORT 
TEAM 

Patrick Filion 
Nicolas Davidts 
MOUDDINE DlALLO 
RASCAL LACPMBE 
PATRICK MARCIL 

PRESIDENT & CEO UBI 
SOFT 


CEO UBISOFT MONTREAL 

Martin Tremblay 

VP CONTENT 

Greg Gobbi 

VP STUDIOS 

Michel Cartier 

VP PRODUCTION 

Paul Meagen 

VP PROGRAMMING 

KEN KLDPP 

DIRECTORS OF GRAPHIC 
STUDIO 

Maxime Belanger 
Gilles Mdnteil 

DIRECTOR OF 
PROGRAMMING 
Nicolas Ridux 

DIRECTOR OF TESTING 
ERIC TREMBLAY 

DIRECTOR OF PLANNING 

Henri lapdhte 

MARKETING RESEARCH 
COORDINATOR 
marc-andre Charron 

WORLDWIDE HEAD OF 

CONTENT 

Serge Hascdet 

GENERAL MANAGER - 
UBISOFT CANADA INC. 
Olivier Ernst 

PRODUCT MANAGER - 
UBISOFT CANADA INC- 
Steve Gagne 

INTERNATIONAL CONTENT 

MANAGER 

BENOIT OALARNEAU 



WORLDWIDE HEAD OF 
PRODUCTION 

CHRISTINE BURGESB-QUEMARD 

WORLD LOCALIZATION 

MANAGER 

CORALIE MARTIN 

LOCALIZATION PROJECT 

MANAGER 

ANNE REREAD 

FRENCH TRANSLATION 
SAndrine Constant 
Xavier Kemmlein 
DIRECTOR OF PUBLIC 
RELATIONS - US 
SANDRA YEE 

PRODUCT MANAGER US 
XAVIER FOUILLEUX 

PUBLIC RELATIONS 
MANAGER - US 
Dana Whitney 

MARKETING GROUP 
MANAGER - US 
HELENE JUGUET 


Winn Keaten 

ANN LEM AY 
CHRIS STAUCH 
TJ ALLARD 
Martin Hamel 
Cyril Berget 
Caroline cantin 

The New Batman 
Adventures 
Voice-Over Actors 

BATMAN-BRUCE WAYNE 

Kevin Conroy 

THE JOKER 

Mark Hamill 

BATGIRL 

Tara Strong 

HARLEY QUINN-MARY 
FLYNN 

ARLEEN SORKIN 

MR. FREEZE 

Michael Angara 


MARKETING MANAGER 

Xavier Fguilleux 

ADVERTISING AND 
PACKAGE DESIGN - US 
Kevin Lalli 
CHRIS JENSEN 

SPECIAL THANKS TO 
Jacques Langlois 
Annick Dlimais 
Scott Jacobi 
Tim Felder 
Ferdinaand teradd 
Benoit frappier 
JEAN-FRAN^OIS POIRIER 

Caroline Martin 
Chantal Cloutier 
Martin Carrier 


POISON IVY 

Diane Pershing 


COMMISSIONER GORDON 

Bob HASTINGS 


ALFRED 

Efrem Zimbalist, Jr, 


MAYOR HILL 
LLOYD BUCHNER 


VOICE-OVER DIRECTOR 

ANDREA ROMANO 


RECORDED AT MONTEREY 
POST SOUND 



under License by Warner Bros, Interactive Entertainment 

ON BEHALF OF DC COMICS 


Warner Bros. Interactive Entertainment 

PRODUCER 
HEIDI BEHHENDT 

EXECUTIVE PRODUCER 
Brett Skogen 

ASSOCIATE PRODUCER 
Ames Kirshen 

ART DIRECTORS 
PETER TUMMINELLQ 

Allen Helbig 

CREATIVE MANAGER 
Charles Carnet 

MARKETING COORDINATOR 
Jim Molinaro 

SPECIAL THANKS TO 
DC COMICS 

Warner Bros. TV animation 
Michael Harkavy 
Rob Sebastian 
Scott Johnson 
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UBI SOFT LIMITED WARRANTY 

Ubi Soft warrants to the original purchaser of its products that the products would be free 
from defects in materials and workmanship for a period of ninety (90) days from the date of 
purchase, Ubi Soft products are sold "as is", without any expressed or implied warranties of 
any kind, and Ubi Soft is not liable for any losses or damages of any kind resulting from use of 
its products. Ubi Soft agrees for a period of ninety 1901 days to either replace defective product 
free of charge provided you return the defective item with dated proof of purchase to the store 
from which the product was originally purchased or repair or replace the defective product at 
its option free of charge, when accompanied with a proof of purchase and sent to our offices 
postage prepaid. This warranty is not applicable to normal wear and tear; and shall be void if 
the defect in the product is found to be as a result of abuse., unreasonable use, mistreatment 
or neglect of the product. 

LIMITATIONS 

This warranty is in Meu of all other warranties and no other representations or claims of ary 
nature shall be binding on, or obligate Ubi Soft. Any implied warranties applicable to Ubi Soft 
products. Including warranties of merchantability and fitness for a particular purpose, are 
limited to the ninety (90) day period described above. In no event will Ubi Soft be liable for 
any special, incidental, or consequential damages resulting from possession, use, or 
malfunction of Ubi Soft products. Some states do not allow limitations as to how long an 
implied warranty lasts and/or exclusions or limitations of incidental or consequential 
damages. So the above limitations and/or exclusions of liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights that vary from state to 
state. 

NOTICE 

Ubi Soft reserves the right to make Improvements in its products at any time and without 
notice. Refunds: Ubi Soft cannot provide refunds or otherwise process returns for credit of any 
kind other than an identical product replacement. Any product refund request must occur at 
the place of purchase, as the individual retail outlets set their own refund policy, This policy 
covers identical product replacements only. Product/Documentation Replacements: Please 
contact Ubi Soft Technical Support before sending your product to us. In many cases, a 
replacement is not the best solution. Our support representatives will help you determine if a 
replacement is necessary or available. 

TO RETURN WITHIN THE 90-DAY WARRANTY PERIOD: 

Please return the product (media only) along with a copy of the original sales receipt, showing 
the date of purchase, a brief description of the difficulty you are experiencing including your 
name, address and phone number to the address below. If the product was damaged through 
misuse or accident, or if you do not have a dated sales receipt, then this 90-day warranty is 
rendered void and you will need to follow the instructions for returns after the 90-day 
warranty period. 

TO RETURN AFTER THE 90-DAY WARRANTY PERIOD: 

Please return the product (media only) along with a check or money order for the amount 
corresponding to your product (see replacement fees below) made payable to Ubi Soft, a brief 
description of the difficulty you are experiencing including your name, address and phone 
number to the address below. 

ADDRESS: 

Ubi Soft Replacements 
2DDD Aerial Center Pkwy, Ste 110 
Morrisville, NC 27560 
Phone: 919-460-9779 
Hours: 9am - 9pm (EST), M-F 

REPLACEMENT FEES 

Our most recent replacement fee schedule is available online. Please visit the support section 
of http://Www.ubisoft.com for an updated price list 
WARRANTY ADDRESS AND CONTACT INFORMATION: 

E mai I: rep I ac e m ent s@ u bl soft ,co m 

Please use a traceable delivery method when sending products to Ubi Soft. 

























